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FOREWORD: 


It's been a long time since we've stepped into a 

Launched a new idea. 

As we set out, we were faced with a big question: 
what did we really want to make? What story did we 
want to tell? 

Dver the years, Blizzard has traveled to many fantastic 
realms. We've commanded the forces of the Horde 
and the Alliance as they fought for control of Azeroth, 
and then we saw, firsthand, the battle-scarred World 
ofWarcraft. We've driven back Diablo's evil across 
the lands of Sanctuary and ventured into the Burning 
Hells and the High Heavens. We’ve explored the 
vastness of the StarCraft universe and decided the 
fates of ancient alien civilizations from the deck of 
the Hyperion and aboard the Spear of Adun. 


So... no pressure. 

As our favorite gorilla, Winston, is fond of saying, 
"Imagination is the essence of discovery." It turns out 
that we found our inspiration much closer to home: 

Earth. 

Could we capture the diversity and wonder of our 
world, but infuse it with the mystery, adventure, and 
heroism of the universes we'd dreamed up before? 
We envisioned a vibrant future that was recognizable 
but optimistic, a future we'd love to see for ourselves. 
[After all, we wanted our flying cars.] 

The story of Overwatch is, at its heart, about people 
coming together. About heroes from around the 
world joining forces to save humanity in its darkest 
hour. Their commitment—theirfriendships—built a far 


better future than anyone could have imagined. It's 
a common thread in Overwatch's world and themes, 
and it's also the story behind the game's development 
and the team that came together to make it a reality. 
As any proud parent can tell you, creating something 
new is a massive undertaking, and Overwatch was 
no exception. We are indebted to our Blizzard family. 
Without their enthusiasm, expertise, and support, 
none of this would have been possible. We love this 
game and the world that it lives in, and we can't wait 
to share it with you. It is our hope that you will enjoy it 
as much as we've enjoyed bringing it to life. 

Thanks for joining us as we take the first steps on 
this journey... into a brighter future. 

We're just getting started. 

—The Overwatch Team 
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mom crisis 

When the Omnica Corporation revolutionized robotic manu¬ 
facturing, it seemed the world was on the verge of entering 
an economic golden age, Dmnica's massive factories of 
automated construction machines and self-improving 
software algorithms were patented, marketed as "omniums," 
and installed on every continent. 

What came next is well-documented. The omniums began to 
break down, Independent analysis showed they would never 
dome close to meeting the corporation's promises of growth 
and output. Omnica was investigated and forcibly dissolved, 
after evidence of fraud was uncovered, its omniums shut down. 

That is why it came as such a surprise when these defunct, 
dismantled omniums woke themselves back up and immedi¬ 
ately launched a military campaign against.all of humanity, 
This was a war many countries thought they were prepared 
to fight. But no country on. its own, no matter how powerful 
its military, could permanently shut down a single omnium. 
The adaptability of robots, once celebrated by humanity, had 
become a tactical nightmare. Worst of all, there were no 
demands from theomnics. There was no ideological reason 
for their aggression. They simply attacked, and we did not 
understand why. — 
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No country was succeeding in securing its own territory. 

But some soldiers and strategists showed remarkable 
ingenuity in acclimating to this new brand of warfare. 

The United Nations covertly brought a few of these unique 
minds together to form a small, nimble team, aimed at 
striking significant blows against omnic strongholds. 

Their names—Morrison, Reyes, Amari, Liao, Wilhelm, and 
Lindholm—have since become legendary. The world would 
come to know them as the founders of Overwatch. 

In highly secretive missions, they targeted the omnics' 
command and control protocols. After great sacrifice and 
heroism in a series of dangerous raids, they destroyed them 
all, rendering the omnic armies inert. The Omnic Crisis had 
finally come to an end. 

For decades, as Overwatch grew, it made global stability its 
mission. And the world was happy to have it. Rogue omnics, 
terrorists, warmongering dictators—none of them could stand 
for long against such a capable, dedicated force. During natural 
disasters, we watched heroic rescue operations and efficient 
rebuilding efforts. We saw Overwatch pioneer scientific initia¬ 
tives to eradicate epidemics, reverse ecological damage, and 
develop new breakthroughs in medical care. Overwatch was 
a symbol of hope. An entire generation, my generation, was 
raised to see its agents as the best of humanity. 


OVERVIEW » OVERWATCH 










THFFHLL 

Overwatch never had a shortage of critics. Even in its glory 
days, many voices called for severe restrictions on the 
agency's mission, insisting that such a powerful group of 
individuals needed careful oversight. Rumors of black-ops 
missions—carrying out tasks like assassination and kidnap¬ 
ping—were dismissed by the public as paranoid fantasies. 
But as time passed, the criticism became harder to shrug 
off, and the agency seemed to be tone-deaf to public's 
concerns. Controversial missions stoked outrage until 
it reached a fever pitch, and some of Overwatch's, most 
famous and celebrated agents were forced to resign in 
disgrace. If that had been the end of it, many might have 
accepted these missteps as the unavoidable signs of an 
aging, bloated bureaucracy, suffering under monolithic lead¬ 
ership that desperately needed a change in direction. The 
truth was much worse than that. 

In the final years of Overwatch's existence, .a top-secret 
division called "Blackwatch" was revealed. There were 
stories of assassination, coercion, kidnapping, torture, 
and worse. Governments called on the UNto shut down 
the "aggressive and repeated violations of many countries' 
sovereignty" As public distrust swelled, a massive explosion 
wiped out Overwatch's headquarters in Switzerland. The 
■ United Nations called it an accident; today we know it was 
a battle, a dispute between Overwatch commander Jack 
Morrison and Blackwatch commander Gabriel Reyes. Over¬ 
watch's death knell was two former comrades laying waste 
to all they had built. 











In the wake of such an incident, little could remain hidden. 
The full transgressions of Qverwatch's shadow operations 
became known. Even the mDst ardent defenders of the 
organization bowed to the truth and called for its dissolution. 
The United Nations could do nothing but shut down Overwatch. 
Few people at the time doubted it was the right call. The world 
had never been more peaceful—the biggest threat to global 
stability and growth was, in many minds, Overwatch itself. 

Its time had passed. __ 

JOOHY 

In the years without Overwatch, we’ve seen the world change. 
A movement promoting omnic civil rights and citizenship 
gained traction. The global economy surged. There seemed 
to be no shortage of good news. 

But, as with DverWatch, the good news hid many darker 
trends. Tensions between humans and omnjcs are at their 
.highest since the crisis, particularly after the assassi¬ 
nation of the omnic spiritual leader Tekhartha Mondatta. 

War may very well be inevitable. Local politicians have, 
accused certain corporations of using covert operatives. 

•to "persuade" government officials to accept exploitive 
deals, and if that failed, of hiring mercenaries to enact more 
permanent solutions. We’ve seen shadow organizations 
operating with impunity, often leaving a trail of dead civil¬ 
ians in their wake. 

Is this why these former Overwatch agents have come out 
of hiding? Could they not stand by and watch any longer? 













Has the world's situation grown so desperate that they 
believe nobody else can help? 

And does the world want them back? Should it? 

The surveillance footage from yesterday's attempted museum 
heist instantly caught the world's attention. Two former 
Qverwatch agents risked life and limb against two fright¬ 
eningly capable mercenaries, and the theft was thwarted. 
But while much has been made over the images of sheer 
mayhem—that, miraculously, did not result in any deaths— 
there was another moment that drew my attention. 

Two young boys were caught in the middle of the violence. 
[And someone give them a medal, please, for keeping their 
heads straight in that situation.] When the attack ended, 
they spoke briefly to Lena Oxton, an ex-Overwatch operative 
known to the public as "Tracer." The surveillance footage 
does not reveal what she said to them. But it does show the 
expression on the older boy's face. — 

m 

When it comes to Qverwatch, my generation understands 
that feeling all too well. To us, Qverwatch embodied it. Its 
corruption was nothing short of a betrayal. The cynical part 
of me urges the world to take firm action if the dark forces 
that brought Qverwatch down rise again in the form of 
self-appointed vigilantes. 


The only thing that gives me pause is this: The Overwatch 
Generation has grown up. We once believed in hope. It still 
lives within us, and some have chosen to act upon it In 
astonishing ways. 

Consider the news from around the world in recent years. 

A Chinese environmentalist with a taste for adventure saved 
a wildlife sanctuary from collapsing, using nothing but her 
own inventions. A musician from Brazil became a hero of 
his favela when he exposed and destroyed a corporation’s 
exploitive use of local land. A professional-gamer-turned- 
meeh-pilot has become a celebrity in Korea due to her 
publicized acts of heroism. 

These are the types of remarkable individuals Overwatch 
would have recruited. Take a look on the net; they are 
exactly who today's kids are looking up to as heroes. Would 
they have been inspired to take such extraordinary action if 
not for Qverwatch? 

The future is unknown. Evidence suggests that not all 
surviving Overwatch agents have been using their talents for 
the good of peace. But examine what happened yesterday at 
the museum. Which Qverwatch did we see in that surveillance 
footage? The secretive, corrupt assassins? Or two disciples of 
Overwatch's original ideals? 

More importantly, should we fear the new generation of 
heroes just because the old generation let us down? 

I don't believe we should._ 
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BIOGRAPHY: 

Originally created for peacekeeping purposes, Bastion 
robot units possess the unique ability to rapidly reconfigure 
themselves into an assault-cannon mode. But during the 
Omnic Crisis, they were turned against their human makers, 
forming the bulk of the omnics' rebel army. Following the 
resolution of the crisis, nearly all of them were destroyed or 
disassembled. To this day, Bastion units still symbolize the 
horrors of the conflict. 

One unique Bastion unit, severely damaged in the final 
battles of the war, was left forgotten for over a decade. It lay 
dormant, exposed to the elements and rusting while nature 
slowly reclaimed it. Overgrown with vines and roots and 
nested upon by small animals, the robot sat inert, seemingly 
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CONFIGURATION: TANK »> ULTIMATE ABILITY <• 

«• In Tank mods. Bastion extends wheeled treads and a powerful Ion 
cannon. The cannon's explosive shells demolish targets in a wide 
but Bastion can only remain in this mode for a limited time. 
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CONFIG: RECON 

In Recon mode. Bastion is 
fully mobile, outfitted with 
a submachine gun that 
fires steady bursts of 
bullets at medium range. 


CONFIG: SENTRY 

Bastion is a stationary 
powefhpusd equipped 
with a Gatling gun 


across multiple targets, 
dealing devastating 
damage at short to 


RECONFIGURE: 

» Bastion transforms 
between its two primary 
combat modes to adapt 
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BIOGRAPHY: 

Twenty years ago, South Korea was attacked by a colossal 
omnic monstrosity that rose from the depths of the East China 
Sea, The massive, lumbering construct caused catastrophic 
damage to coastal cities before it was driven back beneath the 
waves. In response, the South Korean government developed a 
mechanized armored drone unit, called MEKA, to protect urban 
environments in future engagements with the omnic threat. 
The government's fears proved to be well founded, as a 
disturbing pattern of attacks emerged. Every few years, the 
monstrosity would rise from the sea to assault South Korea 
and its neighbors. The omnic learned from these encounters, 
often reconfiguring itself in a different form and appearing 
with new weapons and capabilities. Each incident ended in a 
stalemate, with the monstrosity defeated but not destroyed. 
As the omnic continued to adapt, it eventually disrupted 
MEKA's drone-control networks, forcing the military to place 


o 

A 

HANASONG 19 

ft 

PRO GAMER MECH PILOT 

© 

BUSAN, SOUTH KOREA 

/ TANK 


MOBILE EXO-FORCE OF THE KOREAN ARMY 


HERO PROFILE » 












I B\# 



EQUIPPED Wl' 












































mn 


< 

Ik c 

^ GENJI SHIMADA 35 

D ! 

* ADVENTURER 


5 SHAMBALI MONASTERY, NEPAL 

/qffense^ «; 

? SHIMADA CLAN t formerly/. OVERWATCH memi 


BIOGRAPHY: 

As the youngest sen of the master of the Shimada ninja olan, 
Genji had little interest in the family's illegal businesses. While 
he excelled at and enjoyed his ninja training, he spent most 
of his time pursuing a playboy lifestyle. Many within the clan 
considered the carefree Genji to be a dangerous liability, 
and they resented his father for coddling and protecting 
him. Following the clan leader's untimely death, Genji's older 
brother, Hanzo, demanded that Genji take a more active role in 
their late father's empire. Genji refused, enraging Hanzo. The 
tension between the brothers built to a violent confrontation 
that left Genji on the verge of dying. 

Hanzo believed that he had killed his brother, but Genji 
was rescued by Overwatch and the intervention of Dr. 

Angela Ziegler. As Genji's injuries left him clinging to life, 
Overwatch offered to rebuild his body in exchange for his 
help combatting the Shimada clan. He was put through an 
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BIOGRAPHY: 

The Shimada family was established centuries ago, a clan of 
assassins whose power grew over the years, enabling them 
to build a vast criminal empire that profited from lucrative 
trade in arms and illegal substances. As the eldest son, 
Hanzo was bound by duty to succeed his father and lead his 
family's underworld activities. From a young age, he was 
trained forthat responsibility, displaying a natural aptitude 
for leadership and possessing an innate understanding of 
strategy and tactics. He also excelled in more practical areas: 
he was a prodigy in martial arts, swordplay, and bowmanship, 
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BIOGRAPHY: 

The attack on the Australian omnium's fusion core forever 
altered the landscape of the Outback. After the detonation, 
the area was transformed into a. harsh, irradiated wasteland, 
littered with debris and the twisted fragments of the ruined 
facility. The region became unlivable to most. 

But there were some who survived. Calling themselves 
the Junkers, they scavenged the husk of the omnium and 
formed a lawless, cutthroat society in its shadow. Junkrat 
was. one of them, eking out a living by reclaiming metal 
and components from the ruins. Like many others, he was 
affected by the lingering radiation. This touch of madness 
made him ideal for handling dangerous explosives, a love 
that turned into an obsession”. 


Junkrat came to notoriety when he discovered an extremely 
valuable secret in the bones of the omnium. Though few 
knew the nature of what he had found, he was nonetheless 
pursued by bounty hunters, gangs, and opportunists 
wherever he went. For his own protection, he struck a deal 
with the Junker enforcer Roadhog, who grudgingly agreed to 
be his personal bodyguard in exchange for a fifty-fifty share 
of his future profits. 

Now, with Roadhog in tow, Junkrat has left the Outback and 
embarked on an international crime spree, leaving nothing 
but havoc and bedlam in his wake. __ 
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BIOGRAPHY: 

Though many blamed the planet's escalating, unexplained 
climate phenomena on the advent of new technologies, the 
rapidly growing omnic population, and drastically increased 
consumption of resources, the true cause remained 
unknown. To find a solution. Overwatch established a series 
of eco-Watchpoints at remote, critical locations worldwide. 
Mei-Ling Zhou was a member of this multiyear initiative. 

A peerless climatologist, she had introduced cutting-edge 
innovations in the field of climate manipulation that protected 
at-risk areas in Asia and beyond. She was assigned to the 
program's monitoring station at Watchpoint: Antarctica when 
disaster struck: a sudden, catastrophic polar storm battered 
the installation and cut it off from the outside world, leaving 
the facility damaged and the scientists stranded. As their 
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ENDOTHERMIC BLASTER: 


CRYO-FREEZE: 


ICE WALL: 


Mei's blaster unleashes a 
concentrated, short-range 
Stream of frost that damages, 
slows, and ultimately freezes 
enemies in place. Mei can also 
use her blaster to shoot icicle-like 
projectiles at medium range. 


Mei instantly surrounds herself 
with a block of thick ice. She heals 
and ignores damage while encased, 
but cannot move or use abilities. 


at obstructs lines of sight, stops 
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BIOGRAPHY: 

As a child, Fareeha dreamed of following in her mother's 
footsteps and joining the global peacekeeping force, 
Overwatch. She enlisted in the Egyptian army, and her 
dogged persistence and tactical prowess caused her to 
rise up through the officer ranks. She was a courageous 
leader and earned the loyalty of all who served under her. 
With her exemplary record, Fareeha was well placed to 
join Overwatch, but before she had that opportunity, the 
organization was disbanded. 

After leaving the army with a commendation for 
distinguished service, she was offered employment 
with Helix Security International, a private security firm 
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BIOGRAPHY: 

Lbcio Correia dos Santos grew up in Rio de Janeiro, in a 
poor and crowded favela hit hard by the financial upheaval 
following the Qmnic Crisis. As Brazil began the long process 
of recovery, he wanted to find a way to lift the spirits of 
those around him. He found his answer in musiG and its 
power to bring people together and even help them forget 
their troubles, if only for a short time. He performed on 
street corners, in block parties, and as he got older, at a 
string of legendary underground shows. 

But Ldcio's close-knit community was thrown into chaos 
when the multinational Vishkar Corporation began rebuilding 
large tracts of the city. Lucio and his neighbors had been told 


the development would improve their lives, instead, Vishkar 
imposed controls on the residents in the name of building 
a more orderly society: enforcing curfews, cracking down 
on what the company perceived as lawless behavior, and 
exploiting the populace as a cheap labor force. 

Lucio wouldn’t stand for it. He stole Vishkar sonic technology 
that had been used to suppress the people, and converted 
it into a tool to rally them to action. In a popular uprising, 
the residents of Rio de Janeiro drove Vishkar out of their 
neighborhoods. Liicio’s leadership made him a star overnight 
and a symbol for positive social change. _ 
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“COME ON, LET'S 
BRING IT TOGETHER!” 


Lucio, an acclaimed musical artist who built his career doing 
live shows, has already become something of a national 
icon in his home country of Brazil. Now he's poised to win 
an international following with his Synaesthesia world tour. 
"My heart beats for Brazil," LOcio told Atlas News. "I get 
inspired by the people here. Their struggles. Their triumphs. 

I want to share that energy-the energy of their lives-with 
the rest of the world." 

LOcio is touring to promote his debut album, Synaesthesia 
Auditiva. He has labored over this work for two years, and 
from what we've heard so far, it shows. Last week, he 
teased fans across the globe by releasing two scintillating 
tracks from Synaesthesia. These previews have already 
skyrocketed to the top of the charts, surpassing his 
breakout single from last year, "Sonhos Omnicos." 
Synaesthesia‘s positive early reception has delighted Lucio, 
but he's even more interested in what people will think of his 
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BIOGRAPHY: 

McCree had already made a name for himself as a member 
of the notorious Deadlock Gang, which trafficked in illicit 
weapons and military hardware throughout the American 
Southwest, when he and his associates were busted in an 
Overwatch sting operation. With his expert marksmanship 
and resourcefulness, he was given the choice between 
rotting in a maximum-security lockup or joining Blackwatch, 
Overwatch's covert ops division. He chose thp latter. 
Although he was initially cynical, he came to believe that he 
could make amends for his past sins by righting the injustices 
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RAPTORA MARK VI SUIT: 
FEATURES LIMITED FLIGHT 
CAPABILITY. JUMP JETS ALLOW 
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BIOGRAPHY: 

Some speak of a black-robed terrorist known only as the 
Reaper. His identity and motives are a mystery. What is 
known is that where he appears, death follows. 

Reaper is an extremely volatile mercenary, a ruthless and 
remorseless killer responsible for terrorist attacks across 
the world. He has fought in many armed conflicts in the last 
decades, showing no loyalty to any cause or organization. 
Survivors of the Reaper have described a black shadow 
ghosting unscathed through the most hellish battlefields. 
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After the Omnic Crisis, government officials gifted the 
Australian omnium and the surrounding area to the omnics 
that had nearly destroyed their country, hoping to establish 
a long-term peace accord. This arrangement permanently 
displaced Mako Rutledge and a large number of the 
Outback's residents, a scattered collection of survivaiists, 
solar farmers, and people who just wanted to be left alone. 
Furious over the loss of their homes, Mako and others turned 
to violent rebellion. They formed the Australian Liberation 
Front and struck against the omnium and its robot population 
to take back the lands that had been stolen. Events continued 
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Soldier: 76 revealed himself in a string of attacks that 
crisscrossed the globe, targeting financial institutions, 
shadowy corporations, and secure Qverwatch facilities. 
Though to the outside world his motives are inscrutable, 
there are those who claim that tje is a former Qverwatch 
agent, determined to shed light on the conspiracy that 
brought down the organization. 
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FADING GLORY 


ON M TRAIL OF JACK MOAAISON 

By Olympia Shaw 

I remember the day Jack Morrison died. It was the day the 

Like other members of the so-called "Overwatch Generation," 
I spent my childhood looking up to Morrison. He taught me 
that heroes were real. He made me believe that even I could 
be one. When he died under mysterious circumstances six 
years ago, I felt as if a part of my childhood died with him. 
The details about his death have always remained few 
and far between, a strange fact, given that he was such 
a public figure. Maybe that's why after all this time, I find 
myself looking back at Morrison's life and asking the big 
question: what really happened to the man who defined 
my generation? 


Traveling through rural Indiana, I find it easy to forget that 
a monumental figure like Jack Morrison came from such a 
tranquil, time-lost place. A sea of green and gold cornstalks 
stretches from horizon to horizon. There is no wind, no sound 

when I cross paths with other living souls, they describe young 
Morrison in different ways. He was a rambunctious youth. 

A humble, salt-of-the-earth farmer's son. But these people 
all agree on one thing: Morrison was never destined to live out 
his days in the land of rolling plains and deep blue skies. 



At eighteen, Morrison packed his bags and joined the military. 
He had planned to serve a brief stint in the armed forces and 
then return home to the family farm, but his work ethic and 
courage caught the eye of the military brass. Before long, he 
earned a coveted position in the government's controversial 
and still-classified [but widely acknowledged) "soldier 
enhancement program." Military scientists shaped Morrison 
and other inductees into the perfect soldiers, blessed with 
superhuman speed, strength, and agility. 
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populations had originally been built to bolster manufacturing 
and create economic equality worldwide. Now, these marvels 
of modern science sought to overthrow the human race, 
posing one of the greatest threats to the survival of our 
species since the Gold War of the 20th century, 

As governments tried and failed to neutralize the machines, 
the United Nations was busy forming an international task 
force called Overwatch. This small, experimental group 
would bring together the best and brightest from around 
the world to wage asymmetrical warfare against the robots. 
Overwatch's short list of prospective agents included two 
members of the soldier enhancement program: Morrison 

highly respected veteran, grew up about as far from rustic 


Indiana as you could get—the sprawling urban melting pot 
of Los Angeles. Despite their differences, the two soldiers 
became friends. Their decision to join Overwatch together 
would change the world, for good and for bad. 

Leadership of Overwatch fell to Reyes, but Morrison would 
have a greater impact on the group in the long term. He 
brought out the best in the people around him and helped 
mold Overwatch’s diverse (and sometimes conflicting] 
agents into a cohesive fighting force, In unity, they found 
the strength to defeat the robots and end the Omnic Crisis. 


"Even I had my doubts about whether Overwatch would 
succeed," UN Under-Secretary-General Gabrielis Adawe, 
one of Overwatch's key architects, said shortly after the 
end of the Omnic Crisis. "But Morrison never gave up hope. 
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Oxton is again firmly anchored in present time. Recommending that 
she be transferred from flight operations to field-combat training. .. 
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He didn't just meet our expectations for what Overwatch 
and its agents could achieve; he shattered them." 

The UN rewarded Morrison for his contributions by making 
him Dverwatch's first official commander. Reyes was passed 
over in the process, and it created a rift between the two 
men that would lead to tragic consequences. 


After the Omnic Crisis, Overwatch experienced a meteoric 
rise in prominence. New funding and resources gave the 
now-public organization far-reaching global influence. The 
world celebrated Overwatch's agents as heroes, but none 


more so than Morrison. He became the face of Overwatch, 
a symbol of hope and promise, from the cobblestone streets 
of King's Row to the sweltering night markets of Bangkok. 


Strike Commander Morrison envisioned a bright new 
future for humanity. Under his leadership, Overwatch 
served as a global peacekeeping force and an engine 
for innovation, making advances in scientific fields as 
varied as space exploration and medical research. But 
even as Overwatch grew in power, Morrison stayed 
dedicated to the people around him. He trained new 
agents, instilling in them Overwatch's noble goals and 
ideals. At Morrison's memorial service, Reinhardt Wilhelm, 















one of the group's original members, said, "He devoted 
everything he was to Qverwatch. He was our moral 
compass. Our inspiration. Our friend." 


Morrison and his peers ushered in an unprecedented 
era of peace and prosperity, but it was not to last Two 
decades after Overwatch ended the Ornnic Crisis and 
saved humanity, it was brought to its knees by a series of 
shocking allegations: negligence resulting in high-profile 
mission failures: corruption and mismanagement: weapons 
proliferation: human rights abuses: and more. 

A special UN committee launched a lengthy and highly 
secretive investigation into the claims. This inquiry would 
lead to the dismantling of Overwatch, and its once-beloved 
agents would become objects of derision and suspicion 
in the media. But before.all of that could happen, another 
tragedy would rack Overwatch and serve as the troubled 
organization's death rattle, 

As the UN investigation proceeded, Overwatoh's Swiss 
headquarters was destroyed in an apparent accident. 
Among the casualties were Morrison and Reyes, The UN 
has steadfastly maintained that there was no foul play 
behind this event. However, an anonymous source has 
given me access to classified UN debriefings and other data 
that paint a different picture of Overwatch's final days. 
These records indicate that a rebellion tore the group apart 
from within. On one side was Morrison, determined to hold 
together what remained of Overwatch. On the other side 
was Reyes, whose agenda remains unknown to this day. 

A battle raged between these men deep within Overwatoh's 
base. At some point, their fighting triggered an explosion 
that destroyed the facility and sent the dreams of an entire 
generation up in flames. 


According to Overwatoh's former agents, this outcome was 
inevitable: 'After Morrison's promotion to strike commander, 
his relationship with Reyes changed," Dr. Angela Ziegler, 
medical director of Overwatch, stated during a UN committee 
hearing. "The tension became more pronounced as time went 
on. I tried to mend things. We all did. Sometimes when the 
closest bonds break, all you can do is pray you stay out of the 
crossfire." 

The UN data goes on to disclose something even more 
disturbing: Morrison's body was never recovered. 

This revelation could explain a recent string of high-profile 
robberies and attacks that have dominated the news. 

A masked vigilante whom authorities have named "Soldier: 76" 
is considered the prime suspect in these incidents. In addition 
to bombing corporate offices and financial institutions in 
the United States, this individual has breached a number 
of former Overwatch bases. Soldier: 76 has stolen valuable 
technologies from these sites, including experimental 
weaponry, causing untold damages in the process. 

I’ve heard my share of theories that Soldier: 76 is Jack 
Morrison—theories I once would have discounted as fiction. 
But based on everything I've seen, I now believe these 
claims are true. 

UN officials have declined to comment on Soldier: 76's 
identity. However, security personnel who were present at 
the former Overwatch base break-ins described the attacker 
as someone well versed in covert ops tactics. Surveillance 
footage of Soldier: 76 shows him performing superhuman 
feats of strength and endurance. At my request noted 
forensic expert Amir Nejad, PhD, analyzed this footage. 

He determined that Soldier: 76 is precisely the same height 
and build that Morrison was in his last public appearance. 

If Soldier: 76 is indeed Morrison, what is he doing, and why? 
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The veracity of the allegations leveled against Overwatch 
years ago remains a point of contention, Some historians 
and political pundits have questioned the motivations 
of those who first made the corruption charges against 
the group. Is Soldier: 7S on a mission to avenge the fall of 
Overwatch and restore its name? Is he trying to uncoVBr a 
vast conspiracy that discredited and destroyed Overwatch? 
Or is he simply a bitter old soldier, clinging to lost glory and 
fighting a phantom war that he believes is still raging? 

Even I, a child of the Overwatch Generation, know that the 
more altruistic of these scenarios are the stuff of fantasy. 
Soldier: 76's reckless activities, his willingness to put the 
lives of innocents at risk, prove that he is not driven by 
noble intentions. He is just a man acting in his own interests, 
another villain in league with the despots and international 
crime lords who terrorize our communities on a daily basis. 


Standing before Jack Morrison's grave in Arlington National 
Cemetery, I'm reminded of rural Indiana's quiet serenity, like 
the sea of cornstalks, neat rows of ivory tombstones seem 
to go on forever in all directions. 

In this place of reflection and bittersweet remembrance, 

I realize ail the more that Soldier: 7B is not the Jack 
Morrison I knew from my childhood. The Morrison I knew 
wouldn't hide behind a mask. He wouldn't plant bombs and 
steal weapons while the world suffered through another 
year of war and heartache. 

That Morrison was buried here years ago. All that's left is the 
shadow of the hero we once knew. _ 
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BIOGRAPHY: 

Following the Omnic Crisis, the Vishkar Corporation of 
southern India began the laborious process of creating 
new, self-sustaining cities to house the ration's displaced 
population. Dne such City, Utopaea, was created using 
radical hard-light technology that enabled its architechs 
to shape the city's streets, utilities, and living spaces in 
the blink of an eye. 

After she was identified as one of the few capable of 
becoming a light-bending architech, young Satya Vaswani 
was plucked from extreme poverty and placed in the care of 
Vishkar's architech academy, never to return home. Isolated 
and lonely in her new life, Satya immersed herself in her 
education and training. She quickly grasped the applications 
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BIOGRAPHY: 

Before the Omnic Crisis, Torbjorn had gained notoriety for 
designing weapons systems used by countries around 
the world. However, his belief that technology must serve 
a better vision for humanity put him at odds with his 
employers, who desired to control his weapons using 
networked computer intelligence. 

Torbjorn had a deep mistrust of sentient robotic intelligence, 
and while many of his peers wrote this off as paranoia, his 
worst fears were realized when the robot populations of the 
world turned against their human creators during the Omnic 
Crisis. Because of his engineering genius, he was recruited 
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BIOGRAPHY: 

The Horizon Lunar Colony was established as a first step for 
humanity's renewed exploration of space. Among its residents 
was a group of genetically enhanced gorillas that were there 
to test the effects of prolonged habitation on the moon. 

One gorilla displayed such rapid brain development from the 
gene therapy that he was taken under the wing of Dr. Harold 
Winston, who taught him science and inspired him with 
tales of human ingenuity. The young gorilla passed his days 
assisting with the scientists' experiments, watching the 
distant blue world outside his habitat window, dreaming of 
the endless possibilities that awaited him there. 
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dbs his animal nature, significantly boosting his health and 
y difficult to kill, strengthening his melee attack, and allowing 
lump Pack ability more frequently. While raging, Winston can 


BARRIER PROJECTOR: 


by his energy pack, 
Winston lunges through the air 
dealing significant damage. 


» Winston's barrier projector extends 
a bubble-shaped field that absorbs 
damage until ifs destroyed. Allies 
protected by the barrier can return 


HERO PROFILE » WINSTON 


















mmQ 






BIOGRAPHY: 

Aleksandra was born in a remote Siberian village that was on 
the front lines of the Omnic Crisis, which began some thirty 
years ago. Although Russian forces defeated the robots and 
shut down their omnium, the region was devastated by the 
conflict. Only a child at the time, Aleksandra was surrounded 
by the post-war destruction, and as she grew older, she swore 
that she would gain the strength to help her people recover. 
With her focus on weightlifting and bodybuilding, Aleksandra 
was identified by the national athletics program as a potential 
star. She trained extensively, moving up the ranks while 
representing her country, and was expected to shatter 
longstanding records in the upcoming world championships. 
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PROJECTED BARRIER: 


Zarya's mighty Particle Cannon 

destructive energy. Alternatively, 
Zarya can lob an explosive charge 
to strike multiple opponents. 


The Particle Cannon can emit 
a personal barrier that shields 
Zarya against incoming attacks, 
redirecting their energy to enhance 
her weapon's damage and the width 
uf its beam. 


» Zarya surrounds one of her 
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BIOGRAPHY: 

Years ago, following the Dmnic Crisis, a group of outcast 
omnic robots experienced what they described as a spiritual 
awakening. They abandoned their preprogrammed lives to 
establish a communal monastery deep in the Himalayas. 
After many years of meditation on the nature of existence, 
they came to the belief that they were more than artificial 
intelligences and that, like humans, they possessed the 
essence of a soul. 

Recognizing the spiritual equality they held with humans, 
the monks, led by the enigmatic robot known as Tekhartha 
Mondatta, sought to heat the wounds caused by the Dmnic 
Crisis and bring humans and robots back into societal 


harmony. Their message was embraced by millions around 
the world, and they became global celebrities. 

But one monk, Zenyatta, disagreed with this new direction. 
He believed that the way to repair the problems between 
humans and omnics was not through dogmatic teaching but 
through interpersonal connection and engagement. 
Ultimately, Zenyatta followed his own path. He has chosen 
to leave the monastery and wander the world, helping those 
he meets to overcome their personal struggles and find 
inner peace. But, when necessary, he will fight to protect the 
innocent, be they omnic or human. _ 
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It is Festival de la Luz in Dorado, an annual celebration of the end of the Omnic 
Crisis and the period of darkness—both figurative and literal—that engulfed 
Mexico when the omnics destroyed much of the country's power grid and 
infrastructure. But there is a new dawn, as LumeriCo and its CEO, war hero 
and former president Guillermo Portero, are unveiling a string of fusion 
plants that promise to deliver clean, free energy to the Mexican people. — 
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Hanamura is a well-preserved village of unassuming shops and quiet streets, 
known mostly for its idyllic cherry blossom festival every spring. But to those 
who know its history, Hanamura is the ancestral home of the Shimada ninja 
clan, which had grown over the centuries to become a powerful criminal 
organization. As its neighboring cities expanded, Hanamura was encircled, 
and eventually it was incorporated as a district within a larger city. For now, 
the imposing compound of the Shimada family lies empty, but that peace 
may soon be broken. — 
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HOLLYWOOD 


Welcome to the glitz and glamour of Hollywood, California, where palm 
trees and fancy cars line the streets, and movie stars, directors, and high- 
powered studio executives rub shoulders for a chat and a drink at Galand's. 
□own the street from the Mandarin Theatre, Goldshire Studios' omnic film 
auteur, HAL-Fred Glitchbot, has created his two latest films, They Came 
from Beyond the Moon and Six-Gun Hiller, to varying amounts of critical and 
commercial acclaim. However, even Tinseltown has been gripped by anti- 
omnic sentiment, and the outspoken director has become a prime target in 
the escalating conflict. — 
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GREECE 


Situated atop a small island rising from the Aegean Sea, llios is a postcard- 
perfect Mediterranean town, with a bustling harborside, winding paths for 
rambling hillside strolls, and gorgeous vistas. It is the ideal vacation stop for 
people looking for a place to relax, or for those interested in exploring the 
ruins scattered at the top of the island, where many artifacts and relics of 
the ancient world have been recently unearthed._ 
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King's Row is an upscale, cosmopolitan neighborhood of London, but just 
beneath its peaceful surface, tensions between omnics and humans are 
running high. While much of modern England was built on the backs of omnic 
laborers, they have been denied the basic rights that humans have, with 
most omnics forced to live in the dense, claustrophobic city-beneath-the- 
city known by some as "the Underworld." Of greater concern is that recent 
demonstrations by pro-omnic-rights protestors have resulted in violent 
clashes with the police, and a solution is nowhere in sight. — 
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Lijiang Tower was built in the heart of a modern Chinese metropolis, its busy 
streets lined with stores, gardens, restaurants, and famous night markets, 
where foods from around the region are available at all hours. The tower itself 
is home to one of the leading companies in China's state-of-the-art space 
industry, Lucheng Interstellar, an organization with a long pioneering history 
that is currently pushing the boundaries of space exploration. — 














































Known as the "City of Harmony," Numbani is one of the few places where 
omnics and humans live as equals. This collaboration has led to the creation 
of one of the world's greatest and most technologically advanced cities in 
the short time since its establishment after the end of the Omnic Crisis. 

As part of this year's Unity Day festivities celebrating the city's founding, 
the gauntlet of the infamous Doomfist is being exhibited at the Numbani 
Heritage Museum._ 
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Though the travelers and road trippers who used to cross the US on historic 
Route BG are gone, the Main Street of America still stands, a testament to 
a simpler time. The gas stations, roadside shops, and cafes have gone into 
disuse, and the fabled Deadlock Gorge is mostly seen from the comfort of 
transcontinental train cars. But amid the fading monuments of that earlier 
era, the outlaws of the Deadlock Gang are planning their biggest heist yet. — 
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Years ago, a group of omnic robots experienced what they described as a 
spiritual awakening. They abandoned their preprogrammed lives to establish 
a monastery high in the Himalayas, where like-minded omnics could gather 
to meditate on the nature of their existence. Led by their spiritual leader, 
Tekhartha Mondatta, they took over the ruins of an ancient monastery and 
turned it into the home of the Shambali, a place where omnics and humans 
alike make pilgrimages in the hopes of finding a greater truth. — 
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Nestled among the ancient ruins of the Giza Plateau on the outskirts of Cairo, the 
Temple of Anubis is one of many new excavations in the area. While most believe 
that the site is of interest for archaeological reasons, it also hides the entrance to 
a research facility that extends deep beneath the earth. The facility is alleged to 
house an artificial intelligence, but the whole truth is known only to a select few. 
Not even the agents of Helix Security International who guard the facility know 
what they're protecting. — 
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Russia was one of the countries hit hardest by the Omnic Crisis, but during 
the rebuilding process, it rode the wave of the mechanized labor industry's 
revitalization and entered a period of rapid growth. However, after recent 
attacks from the long-dormant Siberian omnium, Russia has returned to 
war footing, guarding its sparkling cities with the massive, human-piloted 
Svyatogor mechs developed and produced by Volskaya Industries. — 
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At its height. Overwatch maintained a number of bases around the world, 
each with its own purpose: peacekeeping, scientific research, or in the case 
of Watchpoint: Gibraltar, providing an orbital launch facility. The base was 
mothballed along with the rest of Overwatch's installations, but there have 
been recent reports of activity within the perimeter. Could this indicate the 
presence of former Overwatch agents, or is this the work of organizations 
with more nefarious intentions?_ 
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ORIGINS 

We were hoping to find the fun. One thing we knew 
was that we needed to find the fun aspects of the 
game and never lose sight of them. And the second 
focus was the technology, making a brand-new 
engine for the game. During that period, we were 
developing very simple gameplay. 


Early on we had an ideation process where we 
explored a bunch of different ideas. It was a bunch 
of two-week sprints, revolving around a conceptual 
design and getting some rough ideas down. 

Even at the start, it was a very team-based 
design process. 


We were doing a big tech reboot. It was a very 
anxious time for us. We had to come together and 
prove that we could build some solid technology to 
build this new game on. It was very challenging, but 
it was very collaborative, and everyone was very 
excited to prove [themselves], 

A new IP was something we really wanted to chase 
down, and I think where everyone got galvanized was 
just the idea of a team-based, hero-based shooter. 
RANDAL DUMORET 

Overwatch was more focused on badass heroes 
fighting each other. That's still what works for us now. 
The hero-centric nature is still our focus. 

There were a few ideas that came up, a few 
PowerPoints that were made for projects we could 
make. Overwatch was the pitch that stood apart 
from the crowd in such a noticeable way. Even when 
it was pitched, the idea solidified almost instantly in 
everyone's minds: epic, overpowered heroes. Bingo. 


FINDING THE FOCUS 

You always hope that when the game doesn't exist 
yet, you have enough direction where everyone on 
the team can work autonomously. We didn't know 
who the heroes were going to be, how many players 
were going to be on each team, what the maps 
were going to look like, but we could play with, the 
competitive PvP shooter that was in our heads. 

We put a stake in the ground: "This is what we’re 
building." Whenever [ideas] would start bloating out, 
we said, "No, this would be cool, but it's not our focus." 
MICHAEL HEIBERG 

We knew what the game was supposed to feel like 
before we put our hands on it, and that helped us 
make decisions about how to build our technology 
and get ramped up. 


ESPARKS 








All of the tools were built from scratch. Almost 
completely proprietary software. The pipeline was 
built for a specific purpose. For our specific purpose, 
for our game... I think the whole editor is pretty sweet. 
LUKE MOROARSKI 

We were not taking shortcuts. We were not writing 
prototype code. This was a real engine. We were 
trying to keep it in a shippable state. 


We didn't even have death implemented yet. We had 
health, though. So, when you ran out of health, you'd 
pop Way up in the air, and when you hit the ground, 
your health would reset. It was hilarious. 

Even with our basic engine and everything, it was 
fun. It wasn't revolutionary; it wasn't game-changing, 
but It was fun. That's how we knew we were onto 
something. "We have it—let’s make it better," 


mcomnT 

There was an impression that we might not even 
make this game. We had to get past the "core combat" 
milestone to get the project truly greenlit, and only 
then could we hire more people and scope out the 
rest of the project. 

ARNOLD TSANG 


We made some good tech decisions in the beginning. 
It was something like five months after starting from 
scratch that we had something playable and fun. 

There was the very first playtest where we were 
actually shooting each other. It was super raw, in a 
gray room, all temp art not many characters... Actually, 
it was only Tracer, firing laser beams out of her eyes. 
We were playing laser tag, And it was really, really fun. 
And we all knew: "Just add to THAT. Build on THAT." 
SCOTT MERCER 


We would come in in the morning. We would play 
the game for an hour. We would all meet and make 
a list of the things we needed to change. We would 
complete the list that day. There was no hesitation. 

It was fast-paced, andauniqueenvironmenttobein. 
LEE SPARKS 

For me, the entire game really clicked with Tracer, 
when we recorded her temp voice. It was kind of an 
"aha" moment. The heroes are very character rich, and 
the voice was a missing fink. 


It was at that moment, when we were shooting laser 
eyebeams at each other, we knew it was working. 
This was a very humble beginning, but we knew we 
were on our way. We had something concrete. 


Our gameplay ideas suddenly had a name: Tracer. 
Reaper. These are entire characters with personalities, 
and it was really cool to see it come together, it was a 
big moment. "Oh, this is what the game should be." 
SCOTT LAWLOR 


We had a strike team trying to figure out how to make 
a melee hero work in a first-person shooter. It's hard to 
do. There were a lot of iterations with [Reinhardt's] "E" 
ability, his shockwave. For a while, he actually THREW 
his hammer, and it came back, Thor-style. It was cool... 
but it wasn't believable, and for a few seconds, he 
didn't have his weapon and couldn't do anything. 

We built the four core combat heroes, which were 
Tracer, Reaper, Widowmaker, and... well, it was 
supposed to be Mercy or Reinhardt. Then everyone 
was falling in love with Pharah... 

MICHAEL HEIBERG 

Yes! Rockets! Flying and rockets! 

... and, yeah, Pharah became the fourth. We were 
playing with just those four in Temple of Anubis 
while we built out more ideas. 

MICHAEL HEIBERG 
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We had a really difficult time with Reinhardt. He was 
completely different at the beginning... We were 
having a hard time finding the fun with him. But at the 
time, we had the design for a character called 'Rocket 
Queen." They didn't have any art for it, so we made a 
very temporary asset for them. Very ugly. But it was 
visually different. It was a girl that was colored blue, 
with boxes for wings. Really simple. But it was fun! 

So that character—who became Pharah—was one of 
the four core combat heroes. 


To finish up that milestone, we were putting on the 
Blizzerd polish, but even before that was done, we 
knew we had something special. 


Once we hit that milestone, yeah, we knew what the 
game was supposed to be, The path before us was 
clear. Once the focus clicked for the team, i don't 
think there was anything that was going to stop us 
from making THAT game. 


Reaper and Widowmaker and Tracer, we knew what 
they looked like from the get-go. They were very 
concept driven. Pharah was different. "With the tools 
that we have so far, can we make someone who flies 


Core combat was one map with four heroes. We had 
to go from that to three maps with twelve heroes! 
That basically triggered, "All hands on deck!" 


around and shoots rockets?" And it worked great. 
Those were fun days. 


ON TO BLIZZCON 

At that point we were hoping to take the game to 
BlizzCon 2014. Hoping. It was still up in the air. But then 
we announced to the company in the spring that year 
that we were aiming for it. We were a little worried; we 
knew if we didn't hit twelve heroes, we could still go to 
BlizzCon, but it wouldn't quite be the game we wanted 
to show. Twelve was the magic number. Other class- 
based shooters don't usually have that much. 

There was a lot of secrecy. When I came onboard, 
the team was looking for someone to work on... 
"something." That was all they told me. I think I was 
hired before they told me it was a first-person 
shooter. That was an interesting interview process. 
MICHAEL BIANCALANA 


Core combat was probably the craziest time for us. 
We were really working to define what we wented the 
game to be, what we wanted it to look like. 

Now we knew the game was supposed to be six 
versus six, and we're trying to strategize, and we 
ended up really seeing what the game could be even 
with j,ust four characters. We really started getting 
into our groove. 


They didn't show me the game during my interview. 
They told me nothing about it. They only showed it to 
me at the end of my first day. It was so cool to finally 
see it in action, and it was already feeling smooth and 
fun. it wasn't long before I was getting a few kills, 






There were two ways heroes came about. One 
was basically that Arnold Tsang would draw a cool 
picture of a hero we'd want to play, and design would 
figure out how to make that a reality, And then there 
was the opposite, where design had the desire to 
fill out a gameplay niche first, and the art would 
come later. The fact that we had that push in both 
directions at once, that creative mind-meld, it was 

LEE SPARKS 

Whenever we see a new hero concept piece... we 
get super geeked. Everyone on the team just gets 
creatively jazzed up about turning a 2-0 drawing into 
a character the player can interact with. 

SCOTT MERCER 

It's a very focused game, but the heroes are so 
diverse.,. It doesn't feel like there's a hero you can’t 
do. There's room for potentially ANYTHING. 

That was actually a really solid foundation. 
Widowmaker, Pharah, Reaper, Tracer... a really great 
core set of characters that helped a lot on the 
level design, to be able to understand what these 
characters were able to do. Pretty much that's our 
job now, trying to figure out cool playgrounds for 
these characters to get around in. 

DAVE ADAMS 


We've kind of made our peace [with the fact] that our 
heroes are going to have lots of different movement 
abilities. Abilities that we haven't even thought of yet. 
It probably helped a lotto have a hero that could fly 
so early in the process. We could start to figure out all 
the different routes on the map. 

MARK WALIGORA 

What happens if Pharah can fly over this thing? 

Is that bad? Dr is it awesome? 

This was important. You see a hero coming at you, 
you need to know exactly what it can do to you. 

That meant we had to ditch some other things. 

There was one point... There were seven different 
talent builds for Reaper that the player could unlock 
in our progression system. It got messy and muddy. 
We abandoned that idea. 

MICHAEL HEIBERG 

We found that, to make it all work, there needed to be 
a clear understanding of what this character was going 
to be. It's a long process... but it's an awesome journey. 


When it came down to creating art for the first few 
characters of Overwatch, it was a very natural process. 
All the relationships between the heroes' styles and 
shape language are the same, so though they are so 
different, they look like they're from the same game. 
RENAUD GALAND 

We all work really closely together. We're always 
getting each other's eyes on the work, so it's almost 
like a group effort on every character. It keeps things 
very consistent, very high quality... Of course, we also 

MATT TAYLOR 

Oh yeah. As a team, sometimes, you need to let it go. 
Matt and I, we suffer from being perfectionists. We 
were all joking about that, and one day I just showed 
up with this button and pushed it... 

RENAUD GALAND 

FROM THE SOUNDTRACK OF FROZEN, A DISNEY MOVIE 


The characters are very diverse, and they play in such 
different ways. Keeping the animation style consistent 
across such a unique array of heroes was definitely 
a challenge. We didn’t really have time to establish 
a rulebook early on. Basically we all help police each 
other to make sure the end result feels cohesive. 
MICHAEL B1ANCALANA 


Every time somebody would say, "I'm just going 
to spend an hour moving all the rivets by one 
pixel," I’d just press the button. Like this. 

RENAUD GALAND 
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FROM THE SOUNDTRACK OF FROZEN. A DISNEY MOVIE 

It became like a Pavlov effect, where we just 
needed to show the button, and everybody would 
say, "You know what? It's good enough. I'm going 
to move on." Dr else,.. 

RENAUD GALAND 

Let it go, let it go-o-o-ol 

FROM THE SOUNDTRACK OF FROZEN, A DISNEY MOVIE 

We could have noodled on these things forever, 
but the button helped us keep the art moving. 
Prevented us from becoming victims of ourselves. 
MATT TAYLOR 

We were able to start a lot of tech early... At the 
time we didn't know how often we'd release game 
content. Would it be every two weeks? Six weeks? 
Who knows? We needed a branching strategy. So we 
talked to the World of Warcraft team and asked them 
how they do that, just so we were prepared. 

When I got here, all we could do [in FX] was spawn 
a particle, color it, and move it around a little. Then 
we had to build ribbon systems, how to handle 
movement, howto spawn effects on objects... I think 
there were some blue temp effects forTracer's pulse 
bomb. Everything else we built from scratch. The 
whole style, from the ground up. 

RACHEL DAY 


This is going to sound strange, but a huge moment 
for me was when we got breakables working. It was 
just a vase in Cairo. One vase. Nothing pretty, but 
you could shoot it and it blew up, and that meant the 
pipeline was working. 

DYLAN JONES 

From the first days of the project, the ability to play 
by sound was a huge, important goal. We talked about 
Quake, Team Fortress, Counter-Strike, games where 
you can react really quickly based on sound, It helps 
you play the game... It tells you where the threat is 
coming from. 

SCOTT LAWLOR 

The voice on Bastion was interesting. I knew it 
needed to be emotive and voice-driven, to exude 
character, charm, and be friendly.., Right away i 
came up with a formula with some of my favorite 
software plugins to modulate my voice and make 
it sound "Bastion-y." I pitched it to the team, but it 
didn't click. I spent three long, terrifying days trying 
to find the right approach, but nothing was working. 

I pitched more and more ideas; none of them were 
resonating. I finally called Chris Metzen down to my 
office and pulled up my original idea from three days 
prior and stood him in front of the mic. He tried it out 
and immediately said, "This is great!" So, yes, Bastion 
is voiced by Chris Metzen. Once he could hear it in 
his headset, he could play it like an instrument. It 
needed the right tone and performance. 

PAUL LACKEY 


Voice is spectacularly complicated data. The math of 
it is crazy. We have something like 7,000 lines now. 
Okay, so 7,000 times twelve languages, and each 
language has its own unique rules that need specific 
lines. Okay, now multiply that times three platforms. 
Now we're at something like half a million files. We 
have a tool where the writer can author [dialogue] 
lines, and it will export to localization. It will track its 
state—make sure it all gets recorded—and then we 
import [the audio], post-process it, adjust the levels, 
get it to all the different languages and platforms. A 
lot of the process is automated. 

Another extremely challenging sound was the "hit- 
pip." When you hit someone, you need to know you 
made contact. The sound needs to cut through the 
mix but not feel like it comes from any hero. It went 
through tons of iteration. Finally, one night I thought, 
"It should be satisfying to hit an enemy." Just think 
about what’s satisfying: beer. So I literally opened 
a beer bottle. Pssht. The sound is reversed and 
tweaked a little, but that sound is our hit-pip. 

Wait... really? Really? 


Yep, it's the simplest sound I’ve ever made, and it 
took freaking forever to come up with it. 

PAUL LACKEY 





It became very clear that this team was committed 
to making this game work. They had a fire lit under 
them... and it was completely self-inflicted. There was 
really a sense of hope. They had a clear vision, and 
they were going to go and do it and make it great. 
MICHAEL BIANCALANA 

It didn't really feel crazy. It felt fun. It was a lot of 
discovery instead of "work." We were all rockin' It. 
JUSTIN OeCLOEOT 

Although there was a lot of pressure, I feel like the 
whole team had just a focus.,. The atmosphere early 
in the project was energizing. Everyone was kicking 
ass. We’d have daily meetings that were shocking, 
surprising us with how much was getting done. 

There was really good cohesion; everyone knew what 
they were doing. We just really wanted to prove what 


Almost everything was always polished. I don't 
understand how that's possible. We’d have meetings— 
we‘d seo something new, and I'd think, "This Is already 
shippable. How did this happen?” Everyone did an 
amazing job with how fast everything came together. 


We had an idea for the "Play of the Game" feature. 
"Maybe we have the characters do a victory dance 
when they get the Play of the Game,” So I sat down 
one day and did an animation where a guy did a 
victory dance in front of the London level. It took off 
Ike wildfire. Now we've got 63 of those animations. 
It’s cool that you can have an idea on this team, and 
you can pitch it to somebody, and it becomes part of 
the game. It's that easy. 


There would be these impromptu playtests that wol 
happen. That was the sign that things were going wi 
because people would keep playing for hours and hou 


We used to have meetings every day at 10:00 AM. 
They'd last 15 minutes, and then you'd play the 
game until 11:00 AM. Then we'd go through the list of 
yesterday's tasks and today’s feedback. 


And we loved the game so much, we played 
longer than we were supposed to. So they 
actually extended the playtest time because 
nobody could stop. 


Basically no work got done in the morning. Come 
to think of it, ever since we started playtests, 
we've had trouble getting people to stop and do 


But actually, that was when production was 
moving the fastest. We were at our most agile, 
and we loved what we were making. 


We built the system from the ground up to support 
lots of heroes... Something that wouldn't require tons 
of busywork for programmers just to make a new 
ability or weapon work. 

We had a lot of art content, and there were a jot 
of shaders that needed to be built. Sometimes an 
engineer will modify one shader file, and that can 
have cascading effects across all the assets in 
the game, and he or she will need to rebuild them. 

I implemented something to utilize most of the 
computers on the floor to rebuild them much faster.., 
An impromptu render farm, I guess. 

LUKE MOROARSKI 

One really epic moment was when we did the second 
round of iteration on Hanzo's dragon. The first version 
was a little sloppy. The second time we came together... 
we decided to form the dragon out of the portal and 
have it be massive, the size of the map almost. When 
we saw it finally work, it was a super huge moment. We 
all thought it was a big win for the game. 

RACHEL DAV 


ARNOLD TSANG 
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One of my favorite moments was when I discovered 
I could take one of our physios explosions and attach 
it to an object, and it would act as a rocket engine. 
That's what we use to make fire extinguishers and 
propane tanks fly around the world. 


MBIGRMfU: 
BLIZZCON 2014 


I was pretty much giddy. Butterflies. "It's gonna 
happen. It's gonna happen..." It's a great feeling. Once 
you enter the room and feel all the excitement, it 
amps you up, too. 


There's one piece of direction that I love and I use to 
this day: "This game is ail about the heroes." So when 
you have to make a decision about technology or 
about what features to work on, if it aligns with that... 
great. If not, don't worry about it. Leave it for later. 


Some of the heroes worked out almost on the 
first try. Others... I think we went through 50 uit 
ideas for Bastion. One had him flying around and 
shooting down through bis shield. It was a lot of fun. 
And way overpowered. 

MICHAEL HEIBERG 

I had no doubt we would take the game to BlizzCon 
by June. We had seven heroes done, I think. The rest 
of the summer was taken to finish out the roster of 
twelve heroes and polish the crap out of it. It got really, 
really close, but we pulled it off. 


[In the lead-up to the convention], we were trying to find 
leaks. We were so nervous the game would get spoiled. 
ARNOLDTSANG 

We were so focused on not leaking anything. A bunch 
Of us were in the BlizzCon stockroom [before the 
announcement], unpacking all the Overwatch T-shirts 
ourselves. We didn't want temp hires to do it and 
potentially ruin it. 

JULIE FARBANIEC 

There were a lot of us sitting in front of the stage, and 
secretly we're all wearing Overwatch shirts, hiding 
them under our jackets. 

SCOTT MERCER 

My brother didn't know what was going to happen. I 
had a polo shirt on to hide my Overwatch clothes, and 
he was asking me, "It's BlizzCon; why are you dressed 
for work?” 


I was nervous; I wasn't expecting that. I was really 
pumped up at first, but sitting in the audience, as 
Metzen was going up on stage to announce, I was like, 
"What if nobody likes it?" 

MARK WALIGQRA 


There are a lot of Blizzard fans who just don't play 
shooters. And we're about to hit them with a gun 
game that has a DJ from Brazil and a chick who time 
warps. But we don't have any necromancers, and 
you're not fighting a demon... 

JDELTAUBEL 

But that trailer... I don't think anybody in that crowd 
was expecting something like that. 

I wasn't watching the cinematic; I was watching the 
crowd. The wonder in their eyes was the same wonder 
in the little kid's eyes in the cinematic. 


We knew this was the first time everyone was going 
to see this, and first impressions are everything. 
The pressure was massive in 2014. 


We were physically keeping the game to ourselves 
until the moment it got announced. We were just sort 
of fidgeting, trying to sit still. 







There were seme kids behind me that were freaking oui 
"Oh my G-o-o-o-o-o-d!" The reactions were amazing. 

That was really emotional for the team. We were 
finally able to talk about Overwatch with the world. It 
was super exciting... And our shirts! We just started 
ripping off our jackets. 


There were many tears; we were all 


We just showed video after video, and there was one guy 
in the audience screaming, "We can't take any morel” 
And then we told them they could play it right now. 


People stood up... They were confused for a moment, 
and then they ran, They just sprinted to the demo. 

We had to yell after them, "Please walkl Please don't 
hurt yourselves!" 

TOMAS NEUMANN 

The crowd was so incredible. I ended up working 
two shifts at the demo booth, just watching people 
playing our game. I saw old people playing a shooter 
for the first time. I saw kids teaching their parents 
how to play. People were bonding over something I 
helped make. 

RENAU0 GALAND 


That was seriously a once-in-a-lifetime moment, to 
have such a big launch and to have it so well received. 
I was nervous before we revealed it. To my knowledge, 
Blizzard fans weren't clamoring for a hero-based, 
multiplayer shooter, The fact that it stayed hidden 
made it so much grander. But the reveal... There was 
cosplay the next day! That was probably the coolest 
day I'll ever have. 

It was a crazy feeling, seeing rows and rows fill up with 
players who hadn't even known about the game an 
hour earlier. We got in line, played a bit with them, I was 
nice. I played Mercy. I wasn't about to go rampaging. 

Not only did people see it—they played it, and the 
feedback was positive. It just reinforced everything 
we were doing. 

There was a big affirmation that, yes, we're doing the 
right thing. People love the world we’re building; they 
love how the game plays. 


We've all been excited up to that point, and then we 
share it with the public, and now they're excited and 
losing their minds and getting in line over and overti 
play it... Vou just kind of wanted to come back and dr 
a really good job. 


Being there in the crowd was a truly amazing 
experience. And it really made us want to come I 
to the office and hammer this thing out. When wi 
overthe BlizzCon plague, anyways. 


sworn IT OUT 

[With] that sort of big emotional high, we came back 
from BlizzCon going, "Now we really need to get 
going." More heroes, more maps, more polish. They 
need to look at Overwatch and know it's a Blizzard 
game. Everything has to scream “Blizzard." 

The little details, the polish, that’s what gives a game 
the Blizzard touch. It just needs to feel right. 


We just want to make sure whether you're on PC or 
console, the game is still fun. Making that happen 
actually helped us focus and streamline cur gameplay 
design. It felt really clear and easily graspable. 
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We've really tried to work with the other support 
teams around Blizzard. We want them to be really 
collaborative and included in [the Overwatch team's] 
culture, and [to know] that their opinions are heard. 

It wasn't just [our team] making Overwatch; it was 
Blizzard making Overwatch. Embracing that from the 
beginning, i think, has really helped us. We wouldn't 
have gotten to where we are today without the whole 
company helping us out. 

LEE SPARKS 

I'll be honest: the full impact of the game didn't feel 
real to me until we released the beta. I was very 
reserved until the day I was watching the stream and 
they made a comment about something I worked on. 
Whoa. A couple hours later I realized I was playing in 
someone's popular stream. 

JUSTIN DeCLOEDT 

We sort of anticipated what [professional] gamers 
would do, but to see them in action has been crazy. 
They've even been surprising us with what's possible... 
There was a YouTube video of someone pulling off 
Spider-Man moves with Lucio in Temple of Anubis. 

I started practicing that immediately, I helped design 
that hero, and I didn’t know you could do that! 

MICHAEL HEIBERG 

People are amazing. They figure out how to get to 
unexpected places on the map... Sometimes we have 
to take it out because it's broken, but usually we just 
think it's really cool. 


Have you ever heard of a hero called "Dying Breed"? 
That’s actually a dummy string we put in the build a long 
Ipbie ago when the devs started playing the game from 
home. We knew if anyone data-mined it, they were likely 
to find those strings, and if they did, they would put it, 
up on the Internet. That was our way of identifying what 
was and was not data-mined. But we actually forgot 
about [the string] when we shipped the beta, and that 
hero, Dying Breed, was one of the things they found. The 
team was like, "Dying Breed? Who?" We had to explain it 
was a fake hero... But, hey, it worked exactly as planned. 

It's still weird to me when people know the game. 

I'll wear an Overwatch jacket, and strangers will say, 
"Hey, I love your game!" It still feels alien to me, but 
it's great. Making a game that's fun and exciting for 
everyone, that's the dream, right? 

EVAN CALDER 

Now we're shipping PC and Xbox One and PS4 all at 
once, It's going to be ridiculous. The scope of it is hard 
to even imagine. The number of people that are all of 
a sudden going to be playing Overwatch and getting 
geeked up with us... 

SCOTT MERCER 

I want to see everyone get their hands on these 
heroes. I want them to have as much fun as I've had. 
MIGHAEL HEIBERG 

This is more than just a game. These heroes are going to 
live so far beyond the game. It still feels like a big deal. 


I'm really looking forward to what I get to do next on 
this game. I think all of us on the team are. 

What we have coming is really, really cool, and I cannot 

LUKE MORDARSKI 

For all the work we've put in so far, what’s humbling is 
that this is just the beginning for Overwatch. 

SCOTT MERCER 






